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A Computer 

Learning 
Library 

on a Disk 


Featuring: 


Where Is 
Piggy? 


Solve a mystery 
and find 


your prize pug 


Video 


Garden 


Plant a garden 
and watch it grow 





Storybook 
Maker 


Print your 
own storybook 








_ Eye Spy 
\w Fix the funny 
things on 


the farm 


ay 


Apple I! Plus, /le, lic, 


or IIGS 
64K; disk drive. 
Optional: Printer 


FUN SKILLS SERIES: Ages 6 to 9 


Microzine Jr°a Computer Learning Library on a Disk™ 





On this disk: 


Where Is Piggy? 

The dog show is about to begin, and your pug dog Piggy is 
gone. Where is Piggy? You will talk to other dog owners, 
and get their dogs to help you. Will you find Piggy in time 
for the Best In Show contest? All of the decisions are yours 
in this reading adventure. 


Video Garden 

The Garden Guy needs your help! Choose flower and vege- 

table seeds and plant them in your garden. Water your 

re apr So plants. Each time you visit your garden, the plants will be 
aa RR bigger. Soon your whole garden will be in bloom! Save 

: “oe, THE your gardens on a data disk, and visit them over and over. 





Storybook Maker 

Read a story about Hammerhead the lobster and all of his 
friends. When you are done, print the story. You will see 

some surprising graphics. Put the story and the printed 
graphics together and make your own storybook! You may | 
copy and share this program with your friends. 


Eye Spy 
Something funny is going on at the farm. Use your magni- 
fying glass to find the mistakes and fix the farm. If you find 


Storybook Maker all of the mistakes in the picture, you will get a reward. 
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BACKUP POLICY CARD 
Scholastic Software® 


You are entitled to order one backup disk for each disk in your Scholastic Software package. 
Please send this card, and a $10.00 check or money order for each disk that you order, to: 


Scholastic Inc. 

Psd. SOx 7802 

—. 2931 E. McCarty St. 
Jefferson City, MO 65102 


Please print the following information: 





Name - 


‘Address 





- City 
State Zip 





Program Title 


ISBN: 0-590-95226-9 


Machine 


ISBN: 0-590- ISBN: 0-590- ISBN: 0-590- 
_ (Found on Disk Label) 
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LIMITED WARRANTY 
Scholastic Software™ 


IMPORTANT: In order to be eligible for coverage under this warranty, you- 


MUST return the attached Warranty Registration Card within ten (10) days of 


your purchase. 


Scholastic Inc. ("Scholastic") warrants to the original purchaser of this computer software product 
that the diskettes containing this Scholastic Software program shall be free from defects in 
materials and workmanship for 90 days from date of purchase. Defective diskettes returned by 
the purchaser during such 90-day period will be replaced without charge, provided that the 
returned diskettes have not been subjected to misuse by purchaser or damaged by purchaser's 
equipment, as determined by Scholastic in its sole discretion. 


After the initial 90-day warranty period, for the life of the product, Scholastic will replace any _ 
defective diskettes, subject to a $10.00 per diskette service and handling charge. 2 


Defective diskettes should be returned to Scholastic at the address indicated on the reverse side, _ 
in protective packaging (in original jacket and placed between two sheets of cardboard, in an outer | 
envelope marked "FRAGILE—DO NOT BEND"), accompanied by: 


—proof of purchase of the original software 

—a brief statement describing the defect 

—a check or purchase order in the correct amount ($ 10.00 per diskette) if 
beyond the initial 90-day warranty period 

—your return address _ 


ISBN: 0-590-95121-1 
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WHAT IS NOT COVERED BY THIS WARRANTY: 
THIS WARRANTY DOES NOT APPLY TO THE SOFTWARE PROGRAMS CONTAINED IN 
SCHOLASTIC SOFTWARE DISKETTES, WHICH PROGRAMS ARE SOLD "AS IS." This 
warranty is void if the diskettes have been damaged by accident, unreasonable use, neglect, 
improper service, or other causes not arising out of defects in materials and workmanship. 


Any mailing or insurance charges incurred in the servicing of this warranty shall be the 
responsibility of purchaser. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, 
EXPRESS OR IMPLIED. ANY IMPLIED WARRANTIES, INCLUDING IMPLIED WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED IN DURATION 
~ TO NINETY (90) DAYS FROM THE DATE OF PURCHASE OF THIS PRODUCT. SCHOLASTIC 

SHALL NOT BE LIABLE FOR INCIDENTAL AND/OR CONSEQUENTIAL DAMAGES FOR THE 
BREACH OF ANY EXPRESS OR IMPLIED WARRANTY, INCLUDING DAMAGE TO PROPERTY 
AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURY. Some states 
do not allow the exclusion or limitations on how long an implied warranty lasts, so the above 
limitation or exclusion may not apply to you. 


This warranty shall not be applicable to the extent that any provision of this warranty is prohibited 
by any federal, state, or municipal law which cannot be preempted. This warranty gives you 
specific legal rights, and you may also have other rights which vary from state to state. 


Address all SCHOLASTIC SOFTWARE In Canada to: 
correspondence to: Scholastic Inc. SOFTWARE FROM 
3 P.O. Box 7502 SCHOLASTIC 
2391 E. McCarty St. 123 Newkirk Road 
Jefferson City, MO 65102 Richmond Hill, Ontario 
Canada L4C 3G$S 
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_ Primary use: 


SCHOLASTIC SOFTWARE “ 
Warranty Registration Card 


Product purchased: 
Computer brand/model used: 
Person registering product 


Address 
(number, street) 


(city, state) 
ip) Phone ( 


home school 








Age Level (s) Using Product: 





How did you learn about Scholastic Software? 
__ advertisement 
_____. Scholastic sales representative 
i. Catalog 
___. word of mouth 
______ other (specify) 
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Attn: Marketing Dept. 
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Microzine Jr. 
Scholastic Inc. 
730 Broadway 
New York, NY 10003 


‘Send this questionnaire to: 


Name Age 


Address 
City State Zip 
Where do you get Microzine Jr.2 Home_____ School 






9 RATE EACH PROGRAM IN THIS ISSUE 
~1=Terrific! 2=Good 3=Okay 4=NotSo Hot 


_ Where Is Piggy? Storybook Maker 
Video Garden | Eye Spy 


1. Pretend you have a special pet. What is its name? What 
tricks can it do? 


2. What type of Twistaplots ™ would you like to read? Would 
you like a Twistaplot about a circus? Outer space? The 
deep, dark jungle? Tell us your ideas! 


MY COMMENTS AND OPINIONS (write on the 


~ back, too): 








|} What are your favorite things to do? Tell us three things you 
” I\ike to do. 
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GETTING STARTED 


Equipment You Need | 
1. Monitor or TV 7 ? 


2. 64K Apple Il Plus, /le, llc, or IIGS 
3. Disk drive 


Apple® is a registered trademark of Apple Computer, Inc. 


Loading Microzine Jr. 
1. Open the disk drive door. 


2. Hold the disk with the label end facing you. 


3. If you have a3 1/2" disk, insert the disk slowly with the label facing 
up. If you have a 5 1/4" disk and the program you want is on Side 
1 of the disk, insert the disk slowly with the label facing up. If the 
program you want is on Side 2 of the disk, insert the disk slowly 
with the label facing down. 


4. Close the drive door. 
9. Turn on the computer and monitor (or TV). 


Using the Microzine Jr. Hand 

You will use the Microzine Jr. Hand icon in all of the features in this 
issue of Microzine Jr. Use the arrow keys or the I, J, K, and M keys to 
move the Hand. Type ?, or choose "Hand Tutorial," on the Microzine 
Jr. Guide to learn how to use the Microzine Jr. Hand icon. 


The Microzine Jr. Guide 


The Microzine Jr. Guide lists the Microzine Jr. features in a collection 
of boxes. Each box is labeled. 


Use the Hand icon to point to the box that describes what you want 

to do. A list of items "inside" that box will appear. Use the Hand again 

to point to what you want to do. For example, if you point to the box * 
labeled "Letters" and press RETURN, a list of the letters in this 

issue of Microzine Jr. will appear. Use the Hand to point to the letter 

you want to read, and then press RETURN. \ 


WHERE IS PIGGY? 





A Twistaplot ™ Adventure 


What You Will Find 


Your dog, Piggy, has a chance to win first prize atthe Gold Bone dog. 
show. But first you have to find him! You have to figure out who 
stole Piggy and find him before the Best In Show contest! 


Reading "Where Is Piggy?" 


Use the dog cursor to point to what you want to do. When the cursor 
is pointing to what you want to do, press RETURN. 


Use the arrow keys or the I, J, K, or M keys to move the dog cursor. 
Options 

In "Where Is Piggy?" there are six options, or things you may do. 
They are GO ON, SEE OWNERS, SOLVE, YES, NO, and QUIT. 
GO ON: Choose this option to GO ON and read the next screen. 
SEE OWNERS: Choose this option to SEE all of the dog 
OWNERS. When you see the owners, point to the owner you want 
to talk to and press RETURN. 

SOLVE: Choose this option to SOLVE the mystery. 

YES: Choose this option to answer YES to any question. 

NO: Choose this option to answer NO to any question. 


QUIT: Choose this option when you are finished playing and you 
want to QUIT. 


The program will ask, "Are you sure you want to quit?" Choose YES if 
you want to quit. Choose NO if you want to continue reading. 


The program will tell you the page number you were on when you 
chose to quit. Write down the number and remember it. You will 
~need to know the number the next time you read "Where Is Piggy?" 


VIDEO GARDEN 





What You Will Find 


You don't need a shovel or a hoe to plant seeds in the "Video 
Garden!" The Garden Guy will do all the work! You will get seeds 
from a seed shed, and plant them in your garden. Then you will water 
your seeds and watch them grow! 


Data Disk 


Each time you work in the "Video Garden," you will want to save the 
work you did in your garden. You will need a data disk formatted 

(initialized) by the "Computer Stuff" feature in Microzine Jr. Now is 
the time to format a data disk. (See "Initialize a Data Disk," page 11.) 


Moving Around "Video Garden" 


Use the Hand to point to want you want to do, and then press 
RETURN. Use the arrow keys, the I, J, K, or M keys, or 
CONTROL-W, A, S, Z to move the Hand. 


Starting a New Garden : 


To start a new garden, put your data disk in the drive. Use the Hand 
to choose NEW GARDEN and then press RETURN. Put the "Video 
Garden" program disk back in the drive. You will see an empty 
garden on the screen. Start planting! 


Working In An Old Garden 


To work in a garden saved on a data disk, put your data disk in the 
drive. Then use the Hand to choose the garden in which you want to 
work. Put the "Video Garden" program disk in the drive. You will see 
your garden on the screen. See how much the plants have grown 
since the last time you worked in your garden! 


Each time you work in your garden equals one "day." Each plant 
takes 14 days to become fully grown. 


_ When all the plants in your garden have grown as much as they can, 
you will see a message that says, "All the plants are fully grown. Plant 
more seeds here or start a new garden." 


You can plant more seeds in this garden, or start a new garden. 

















Options 

"Video Garden" has nine options, or things you may do. They are 
GET SEEDS, PLANT SEEDS, WATER SEEDS, LEFT, RIGHT, YES, 
NO, HELP, and QUIT. 


GET SEEDS: Choose this option to get seeds to plant in your 
garden. When you see the boxes of seeds, use the Hand to point to 
the kind of seeds you want to plant. Then press RETURN. 


PLANT SEEDS: Choose this option to plant the seeds you 
chose. The Garden Guy will plant one seed. 


You may plant as many seeds as you want. For example, if you are 
holding daisy seeds, you may plant any number of daisy seeds in 
your garden. If you plant more than one kind of seed in the same 
place, the last seed you planted will grow. 

WATER SEEDS: Choose this option to water the plants in your 
garden. Move the Garden Guy to the right of the plant you want to 
water. Then choose WATER SEEDS. 


Every time you enter your garden you must water all of your plants. If 
you forget to water them, your plants will die. 


Do not feel badly if one of your plants dies. You can plant a new seed 
where a plant has died! But this time, do not forget to water it! 


LEFT: Choose this option to make the Garden Guy walk to the left. 


RIGHT: Choose this option to make the Garden Guy walk to the 
right. 


YES: Choose this option to answer yes to any question. 
NO: Choose this option to answer no to any question. 


HELP: Choose this option to read the instructions at any time. 





QUIT: Choose this option when you are finished working in die 
"Video Garden." 


The program will ask, "Do you really want to quit?" 
Choose NO if you want to continue working. 


Choose YES if you want to quit. 


Saving Your Garden 
When you choose QUIT, the program will ask, "Do you want to save 
your garden?" 


Choose NO if you do not want to save the work you did in your 
garden. 


Choose YES if you want to save the work you did in your garden. 
The program will say, "Put your data disk in the drive. Press 
RETURN when you are ready." 


The list of the gardens saved on your data disk will appear. 

lf you are saving a new garden, choose NEW GARDEN, and press 
RETURN. The program will say, "Type in the name of your garden, 
and then press RETURN." The name of your garden can be up to 
eight letters long. 


lf you are saving a garden you already started, choose the the name 
of the garden from the names listed, and press RETURN. 


You can save up to 20 gardens on one data disk. 
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STORYBOOK MAKER 





What You Will Find 
> In "Storybook Maker" you will read a story and answer some 
& questions. Then you will print your story. You will see some 
¥ surprising pictures with your story. Put the pages together, and you 
4 = will have your own storybook! 


Copy "Storybook Maker" 

You may make copies of "Storybook Maker" to use as backup disks 
or to share with your friends. Choose "Computer Stuff" from the 
Microzine Jr. Guide on Side 1 of Disk 1. Choose "Copy a Disk." 
Follow the instructions to copy "Storybook Maker." 


Choose a Printer and Printer Card 

"Storybook Maker" needs to know what kind of printer and printer 
card you have. The program will ask you to tell it what kind of printer 
you have. Use the arrow keys or the SPACE BAR to choose a 
printer, and then press RETURN. Then the program will ask you to 
tell it what kind of printer card you have. Use the arrow keys or the 
SPACE BAR to choose a printer card, and then press RETURN. 


Print Your Storybook 

When you have finished reading your story, use the Hand to point to 
QUIT and press RETURN. The program will ask, "Do you want to 
print your story before you quit?" 7 


Use the Hand to point to YES to print your story. Use the Hand to 
point to NO if you do not want to print your story. The program will 
ask, "Do you want to read this story again and see the pictures?" 


Use the Hand to point to YES to read your story again and see the 
pictures with the story. Use the Hand to point to NO to quit 
"Storybook Maker." Take your "Storybook Maker" disk out of the 
disk drive and turn off your computer. 


NOTE: If your printer sometimes skips an extra inch, refer to your 
printer manual, and set the switch controlling the "Skip over 
perforations" option to OFF. 
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EYE SPY 


i 


"Rix The Farm" 


There are many things on our farm that should not be there. It is your ‘ 
job to find all the things on the farm that are mistakes. If you do a 
bang-up job finding all the mistakes, you will get a reward! 


What You Will Find , 


You will look at a picture and then use a magnifying glass to uncover 
the mistakes in "Fix The Farm." 


Moving Around "Fix The Farm" 

Use the magnifying glass to point to what you want to do, and to 
point to mistakes in the picture. Use the arrow keys or the I, J, K, or M 
keys to move the magnifying glass. 

If you have a mouse attached to your computer, use the mouse to 


move the magnifying glass and to point to what you want to do. Then 
click the mouse button one time. 


Options 
Eye Spy has five options, or things you may do. They are QUIT, 
YES, NO, HELP, and CHECK UP. 


QUIT: Choose this option when you are finished playing. The 
program will ask, "Do you really want to quit?" 


YES: Choose this option if you want to quit. 
NO: Choose this option if you want to continue playing. 
HELP: Choose this option to read the directions at any time. 


CHECK UP: Choose this option to see how many mistakes you 
have found. 
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COMPUTER STUFF 


What You Will Find 


"Computer Stuff" has three functions, or things you may do. They 
are INITIALIZE A DISK, COPY A PROGRAM, and EXIT. 


Initialize a Disk | 
Choose this function to initialize a data disk. Use the Hand to choose 
"Initialize A Disk" and then press RETURN. The program will tell you 
that you need a blank disk, or one you don't mind erasing. 


The program will tell you that the disk will be erased. It will ask, "Do 
you want to go ahead?" Use the Hand to point to "YES" or "NO," and 
then press RETURN. The program will initialize the disk. You now 
have a data disk. You may use it for "Video Garden" or any Microzine 
Jr. feature that requires a data disk. 


Copy a Program 


Choose this function to make extra copies of the ree Maker" 
program. 


Follow the instructions to put the "Storybook Maker" disk in Drive 1 __ 
and press RETURN. If you have two disk drives, the program will tell 
you to put a blank disk in Drive 2. If you only have one disk drive, put 
a blank disk in Drive 1 when the computer tells you to do so. 


Exit 


Choose this function to quit "Computer Stuff" and return to the 
Microzine Jr. Guide. 
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TEACHER'S GUIDE 


MICROZINE JR. SCOPE & SEQUENCE CHART 





S 
Q 
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a 
CURRICULUM AREAS/SKILLS ly 
Reading 
Writing 
Math 
Science 
Social Studies — 
Fine Arts 
Maps/Graphs/Charts 
COMPUTER LITERACY 
Computer Applications 
Utilities 


Simulations 


Branching Stories 
Games 

Why People Use Computers 
Data Storage/Retrieval 
Computation/Estimation 
Text Editing 


Programming 
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Entertainment 
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WHERE IS PIGGY? 





A Twistaplot™ Adventure 
DIFFICULTY LEVEL: Difficult, Average, Easy 


VOCABULARY PREVIEW: snuttly, droopy, perfume, canvas 


School Activities 


LANGUAGE ARTS: Have students keep a log of their activities in 
"Where Is Piggy?" Have students write the name of each dog owner 
they meet, how many times they meet that owner, any clues they 
discover, and whether or not they suspect that owner of taking 
Piggy. Have students write the name of each dog they meet, how 
many times they ask that dog for help, what skills the dog has, and 
how the student used that skill to find Piggy. 


ART & DESIGN: Have students draw a picture of their favorite dog 
searching for Piggy. Have them write a caption under the picture 
describing how the dog they chose helped them find the missing _ 
pug. 


Home Activities 


WRITING: Ask students to write a short story about themselves and 
their own pet, or one of the dogs in "Where Is Piggy?," solving a 
mystery. For example, ask them to imagine that they've been 
chosen to find the key to your classroom. Suggest they answer the 
following questions in their stories: Who might have the key? Where 
could it be hidden? How did their pet help them find it? 
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VIDEO GARDEN 


EE 


DIFFICULTY LEVEL: Difficult, Average, Easy 
VOCABULARY PREVIEW: initialize 


School Activities 
SCIENCE & DISCOVERY: Explain to your students that all plants 
grow in soil. Then explain that even though they can't see them, 
plants have roots that grow below the soil. 


Use a potted plant to demonstrate this concept to your students. 
Take the plant out of the pot and wash off the roots. Lay the plant on 
a piece of paper. Draw a line on the paper to symbolize the soil. 
Have students point to the part of the plant which grows above the 
soil, and the part of the plant which grows below the soil. 


Home Activities 

SCIENCE & WRITING: Have students plant a seed in a milk carton, 
paper cup, or tincan. Have students keep a daily log of the seed's 
growth. Have them note the color, size, and texture of any leaves or 
flowers that develop. 


Create a miniature garden by repotting all the plants together in a 
large pot or window box. 


NOTE: Marigolds, zinnias, and radishes sprout very quickly and are 
hardy. 
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STORYBOOK MAKER 


DIFFICULTY LEVEL: Challenging, Average, Easy 
; VOCABULARY PREVIEW: tidal wave, wail, damage, mention, flaw 


School Activities 
LANGUAGE ARTS: At several points in "Storybook Maker," your 
students will be choosing to respond either "| SEE" or "| 
UNDERSTAND.” Have students follow one branch of the story and 
answer "| SEE" at each opportunity, and then print their storybook. 
Then have students follow the same branch of the story, answer "| 
UNDERSTAND" at each opportunity, and then print their storybook. 
Ask students, "What is the difference between your two 
storybooks?" Point out that each time the student answered "| 
SEE," the story and graphic described a pun about the sea. 


Use this discussion as a starting point to explain the concept of puns. 
Use the examples of "cry with a wail" (where the graphic shows a child 
crying with a whale) and the"salefish/sailfish" choice (where the 
graphics show a fish going to a sale, and a sailfish, respectively) to 
illustrate your explanation. 


Home Activities 

WAITING/ART & DESIGN: Have students write an adventure starring 
themselves and Hammerhead the lobster. Have students illustrate 
their story with drawings and photos clipped from magazines and 
newspapers or with pictures they have drawn themselves. 


15 


EYE SPY 





"Fix The Farm" 
DIFFICULTY LEVEL: Difficult, Average, Easy 


VOCABULARY PREVIEW: wilting, mower, furrower, sod, clod 


School Activities 

WRITING: Ask your students to name things that are commonly 
found on a farm. List animals, equipment, buildings, etc., on the 
chalk board. Expand your discussion to include activities that would 
be done on a farm, such as plowing, planting, and feeding the 
chickens. Then have students list the items and activities that are 
included in "Fix The Farm." 





Have students list the items that don't belong in the "Fix The Farm” 
puzzle, such as the snowman and the monkey. Have students write 
a sentence for each item that describes where that item does 
belong. For example, students could write about the monkey, "A 
monkey lives in the trees in the jungle." 


Home Activities 

ART & DESIGN: Have students draw pictures of their classroom, 
yard, or bedroom. Have them include at least five things that don't 
belong in the picture. Then have students exchange pictures and 
identify the “things that don't belong" in the drawings. 
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Kach plant in a garden takes time to grow. See the marks on the garden wall? The Garden Guys and Gals like to keep all of the plants that are the same color 
They show how many days it takes each plant to bloom. The daisy together in their garden. Read the label next to each pair of pots. Look at 
blooms in 3 days. Look at the garden. Then answer the questions below. the names of the plants below. Cut out each name and paste it on the right pot. 
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We’ve put a name 
on one of the pots 
to start you off. 
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daisy rose sunflower violet tulip ne io 
Lecce Pa ate ree. riick oe 
1 Thetuhpbloomsin lays. CHALLENGE QUESTIONS EGGPLANT DAISY _ VIOLET 
2. It takes four daysforthe sto bloom. o. If you plant a rose on day 2, ras — ee eee pec 
3. In how many days does the tallest flower it will bloom on day TOMATO OSE LETTUCE | SUNFLOWER | PEPPERS 
bloom? days 6. If you plant a tulip on day 3, , wee dipkaancadladd 
4. Circle two flowers that take the same time it will bloom on day __ 
to bloom. Write their names here: 7. You want the violet to bloom when Now look at your Video Garden. How do these plants look when they are fully grown? 
and the tulip does. On what day would Cut the pots out and paste them on another piece of paper. 
How long do they take to bloom? days you plant the violet? Day Then draw each plant in its pot, and help the Garden Guy and the Garden Gal’s garden grow! 
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oe CA | the tulip does. On what day would Cut the pots out and paste them on another piece of paper. 
How long do they take to bloom? days you plant the violet? Day Then draw each plant in its pot, and help the Garden Guy and the Garden Gal’s garden grow! 
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How does your garden grow? Answer the questions below. Here are parts from many strange plants. 
Then write down what happens to your plant every day on the calendar. Choose the parts you want and then cut them out. Paste the stalk on 
Is your plant growing? Are leaves appearing? another piece of paper. Then paste the leaves, flowers, and 


vegetables onto the stalk. Write a story about your make-believe plant! 
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What kind of plant is it? 
Circle the answer: flower vegetable When didI plant it? 


Did I water 
it today? 
Makea 
check if the 
answer 1S 
yes: 


iv 


Day 10 L/) Dayll LJ) Day12 LJ) Dayl3 UU 
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